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EDITORIAL 


By Tarak Chami 


Dear Hideo, 


With this collection, | wanted to pay you the long overdue tribute you deserve. A tribute from your 
greatest fans, artists, cosplayers, websites, but also a few of your friends from all over the world. 
Every one of them accepted the invitation without hesitation, probably because the idea of crea- 
ting and participating in a project for you, in the name of a wonderful community, was an exciting 
challenge. Our origins, way of life, religious beliefs were all set aside; the only thing that mattered was 
to work TOGETHER for a cause we believe in. 


As you'll see, the content of this book is a tribute to your work, to your talent, to Metal Gear, but 
that's not all... It would've been unfair not to mention the other creations that got you recognized as 
a godfather of video games, such as Z.O.E, Policenauts, or Snatchers. The idea isn't to retrace your 
whole career, as that would take a gigantic amount of people and paper, but we wanted to add them 
nonetheless. 


A mix of memories, anecdotes, and wishes for the future. Your future that is, and the future of video 
games as we love them. That is what's waiting for you once you turn this page. | hope with all my 
heart that you will like what you see as much as I've loved making it for you. 


Enjoy your read, Mr Kojima. 


FOREWORD 


By Julien Chiéze 


Gameblog fr OFAN. йн 


A Hideo Kojima Book 


What could be more sincere and beautiful than passionate people working together on a project? 
Page after page of this «Hideo Kojima Book», artists, journalists, film directors, gamers, cosplayers, 
each in their own way, will prove Hideo Kojima's work has left an indelible mark in the hearts of many 
men and women. 


Some experiences stick with you for the rest of your life. Much more than quality games, the Metal 
Gears definitely qualify as such experiences. There's Metal Gear and then there are the others, just 
as there's Hideo Kojima and then there are the others. Mr Kojima and his creations are unique. Not 
perfect, nothing is, but generous, audacious, profound, stellar, different... 


With Metal Gear, I've lived incredibly intense moments. | have been astonished by Metal Gear Solid's 
timeless mastery, impressed by the cleverness of Metal Gear Solid 2's pre-release PR, reduced to 
tears by the ending of Metal Gear Solid 3, relatively frustrated by Metal Gear Solid 4, seduced by the 
audacity of Peace Walker, touched by the final message of Metal Gear Solid V. So many memories, 
soundtracks, surprizes, moments of joy and anger, all coming back to the surface. 


The book is a testimony and a thanking. Thanks by the way to Tarak Chami for creating and suppor- 
ting this project with all his strength, and for allowing me to write these few words. I will write about 
3 dates, 3 personal memories I have with Hideo Kojima, the only director | know of whose games 
start... with the first teaser! 


Summer 1997. Internet is only at its beginnings, and Youtube is still 8 years away. It's another day 
and age. I'm 17 and I've been happily working in the video game specialized press for a year. That 
day, | remember a VHS tape that was lying on a desk in Joypad's editorial office. This is how Konami 
presented the trailer for one of their future major titles. The video launches. The noise quickly stops, 
and silence and bewilderment set in. What we were discovering, | still remember it to this day. Metal 
Gear Solid unveiled itself before our eyes. The staging, the futuristic ninja with its stylish poses we 
were all going to imitate, the unique ambiance... Everything was there! Feeling it was going to pul- 
verize every known standard in the industry, | asked to follow the project. | didn't regret taking this 
initiative. Previews, tests, tips and tricks... For months, I had the honor of working with a masterpie- 
ce. Since that day, | was determined to give the game the treatment its quality deserved. This was 
undoubtedly my first shock as a video game journalist. 


May 10th 2000. A handful of us are invited to the Universal studios in Los Angeles to discover, a 
few hours before E3, the first preview of Metal Gear Solid 2. Nothing had leaked. The Playstation 2 
was still struggling, people weren't convinced. The demo was only going to be more powerful. For 
the first time, Hideo Kojima was standing in front of me. The creator of the game, whose interviews 
with Famitsu | had to have translated to learn more about him, was right there. | felt he was very 
«different» from the others. At the time, he was still far from being the star he was going to become, 
but it already felt like he was this mischievous mind, with a desire to overthrow the established or- 
der, to strike hard, to never be satisfied with the ordinary. After a quick speech in english, where he 
forgot a line and got a good laugh out of it, the trailer was shown for the first time. Let's be clear, the 
shockwave it created is the craziest thing that ever happened at ЕЗ, even 16 years later. I've never 
again seen such unanimity. At E3 2000, MGS2 was walking on water, crushing everything in its path. 
A few days later, Hideo and myself met again for an interview, the first we ever did together. He 


already told me at that time that he wanted to «betray the player's expectations». An attitude that, 
even more than taking a big risk, caracterized in his opinion the real creative pulsion. | had no idea Box 
what he had in store for us in the future. Today these words still echo in my mind. This is his strength, EN 
his courage. +- 


April 2010. Tokyo. | have the opportunity to cover the japanese launch of Metal Gear Solid: Peace 
Walker in exclusivisity for Gameblog. Anecdotes? Га have so many, but | particularly remember a 
confession Kojima made. He told me «you know, when you create, you must not seek unanimous 
support». The creator was expressing how much consensus can sometimes be close to the dull. 
How you sometimes need to accept not to appeal to certain people in order to make an impression. 
Mr Kojima seeks to surprize, to exceed limitations, to make the impossible possible, even if it's at 
the cost of destabilizing his teams and the players. The creative process is like a volcano, with lots 
of tremors: elation and thrill, doubts, joy, conflicts. It has to be accepted. More than his job, Hideo 一 人 内 
Kojima made video games his life. 


C4 ID 


It's been almost 20 years now, and Hideo and I run into each other each year. These meetings always 

have a very specific feeling. He has told me how, for a long time, he tried to make his eldest son TOA EE Лс 
take an interest in his games. He has talked to me about Steve Jobs, about his desire to make the rich 

japanese game development world change, about his inspirations and sometimes his doubts. I've E 
seen him evolve. I've seen him in light moods, and at other times I've seen him tense, always focused 


on his goal: to create. 


Hideo Kojima is insatiable. In my opinion, he is the most influential video game creator of these last 
decades. He gives everything he has, exposes himself, gives his opinion. He is eminently «alive». We 
love him this way, or we love hating him. Who cares, he leaves no one indifferent. Every gamer knows 
him. Hideo Kojima is now bigger than Hideo. He is now a trademark in the world of video games, 
which at times has frightened some people. Nevertheless, believe me, for having met him regularly, 
the man behind the mask is at least as interesting as the creator. Sometimes he's very open, some- 
times he's reclusive. Discreet, loyal, sometimes demanding with his teams as people have told me 
many times. Demanding with himself too. Being one of a kind requires a lot of determination. 


Since he left Konami, and after a difficult year, Mr Kojima is smiling again. At our last meeting, at E3 700045810 DEERE) 
2016, | felt he was full of a new strength. The man knows the opportunity he has. At 52, he gets a ПЕНИЕ 
chance to start а new adventure, with a blank slate, and a lot of experience. The pressure is high of | 

course, the ambitions are very present, but the first trailer for Death Stranding gave the tone of this 
new era, while asking many questions already. Hideo is back! 


While we wait for what's coming, Hideo Kojima, | want to thank you for these 20 years of common 
memories. Thank you for refusing the status quo. Thank you for taking risks. Thank you for shaking 
the establishment's beliefs in the video game world. Thank you for questioning players. Thank you 
for being so difficult to figure out. Thank you for giving us food for thought. Thank you for giving your 
passion, your energy, your life to video games. Thank you. 


THE BEST IS YET TO COME 
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ARTWORKS 


ANNE KE usa 


TUMBLR : http://odessart.tumblr.com 
DEVIANTART : http://simplyyellow.deviantart.com 


Anne, based in San Diego, describes herself as «a raging nerd who likes 90's anime, RPG and 
action adventure games, and the occasional cosplay». Her style tends to veer more towards the 
realistic side, and can sometimes have a raw or visceral tone. Her childhood dream was going to 
Japan and becoming a manga artist. 


Kojima really has a talent when it comes to reaching out to audiences from around the world. 
One of the most prestigious aspects of his games is the extreme attention to detail in the art and 
gameplay itself, not to mention the games are able to articulate on history, politics, military affairs, 
biotechnology, culture, which shows that Kojima and the team are willing to do tremendous re- 
search to make the world of the game more believable and tangible to the player. Kojima was able 
to do everything a popular celebrity could do and still give you a sense of substance. All in one, the 
Metal Gear series is an absolutely wholesome experience. 


ARIEL ROTHBART us, 


TUMBLR: http://arielrothbart.tumblr.com 
INSTAGRAM: ariel_rothbart 
FACEBOOK: han.li.92372 


A jewelry design student based in China, As she learnt more about the art of painting, she fell in 
love with it. She travels a lot and takes interest in all different cultures, paying them the respect 
that she firmly believes they deserve. She found drawing to be the best form of expression for 
her, and uses it to her creative ends. 


At first | was addicted to the voice character that Akio Otsuka san played. When | know one of 
is famous character named Snake, is in the game, | was really curious. | haven't play video 
games for years. I've definitely heard about Metal Gear before. So | went on play it, one by one 
The more I learn about the story, the more I love this game, and the thoughts that Mr. Kojima 
ave explained, the way he quote those fantastic movies. Besides he got the best company, Yoji 
Shinkawa san, who is one of my favorite illustrator. | want to see more of his work. Metal Gear 
changed my life. It gives me a lot of fantastic friends and great inspirations. Thank you for all 
r Kojima-san! 


/ BULGARIA 


DEVIANTART: sabrerine911 
INSTAGRAM: artfrenzyboris 
FACEBOOK: ART- Frenzy 


Boris is a 23 year old Bulgarian artist, he left his country, moved to Italy and has lived there ever 
since. He studied art for five years in Lecco, then spent two years studying graphic design. Du- 
ring these years, Boris was involved in an indie comic book company project named «15 Year 
Comics», as one of the main artists. He still works there to this day. 


I've started playing the Metal Gear Solid games at the very beginning of 2016 and what | can 
say about it after playing the games is that Hideo Kojima is a genius and a revolutionary creator. 
He will probably remain that way his whole life. He introduced so many elements to gaming, 
it's astonishing. So many other game creators were inspired by him it's definitely fair to say he 
helped shape a new game creation process, at a whole new level. | have a lot of respect for him 
and | hope he continues making great games with his new company. 


/ FRANCE 


FACEBOOK : brunoleyval 
INSTAGRAM : brunoleyval 
TWITTER: Gbrunoleyval 


Bruno Leyval is a french artist who sculpts, paints, performs, writes poetry and does photogra- 
phy. He's also a social, political and cultural critic. 
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i / USA 


TUMBLR: millionfish.tumblr.com 
TWITTER: @venusdemillio 


Comilla is a 22 year old artist from Michigan. She graduated from the Savannah College of Art 
and Design with a BFA in Sequential Art. She now works part time as a carpenter and freelance 
artist. She describes herself as an aspiring comics artist and a passionate fanartist. She loves 
music remixes, thrift stores, and watching anime! 


was the youngest in the neighborhood growing up, so when all us kids got together and played 
video games | was always the first to be killed (haha). It really soured my experience with them. 
avoided video games all my life, until my older sister got me to play MGS1 a few months ago 
t was the first video game of that caliber | ever beat on my own and | was so proud of myself! 
elt like | finally understood what makes video games enjoyable. Since then it's been an absolute 
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/ FRANCE 


FACEBOOK : Dreamer-Oldboss 
TWITTER: (Dreamer. OldBoss 
INSTAGRAM: (Dreamer. OldBoss 


Marc is a «self-made artist», as he describes himself, and has been drawing for as long as he can 
remember. His style consists of a mix of western comics and manga, on top of which he adds a little 
bit of what he call the «Shinkawa style»! 


met Hideo and Yoji for the first time in Paris in 2010. | wanted to give them both a drawing, although 
was pretty sure it would end up in a bin. After that, every time | heard they were coming to Paris, | 


was there. And | would prepare a drawing to give to them. In 2013, as MG Rising was being launched, 
came with my Solid Snake «pixel» cosplay gear, and surprise: Mr Kojima himself wanted to see me 
backstage because he was impressed with it. When | took off the mask, | saw the change in their 
aces, and I'll never forget it. | never thought they would recognize me, and even less my drawings, but 
heir translator then told me not only that they did... But Mr Shinkawa then added that my drawing was 
getting better every time we met! | felt so honored words can hardly describe it. 

These two great men have contributed to the artist | am today, and I really want to thank them from 
he bottom of my heart, not only on my behalf, but also for all they did for the video game worlds and 
he legions of fans worldwide 


/ FRANCE 


ARTSTATION : edwarddelandre 
FACEBOOK : Edward Delandre 
INSTAGRAM: edward.delandre 


Edward Delandre is a freelance artist from France who specializes in digital painting. He started 


to draw as soon as he was able to hold a pencil, and hasn't stopped ever since. His goal is to get 
into the gaming industry as a concept artist. 
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/ MEXICO 


TWITTER: @ELIANT_ELIAS 
ARTSTATION : https://www.artstation.com/artist/eliant 


Eliant Elias, born in Mexico in 1983, was very attracted to art even as a child. In addition to 
drawing, he took classes of oil painting at the age of 12, and at 18 he naturally decided to study 
fine arts at Guadalajara University. During 4 years he improved his skills, and at the end of his 
studies he was chosen to be part of an animation project called Batallon 52 as a concept artist. 


nspiration, in my case, comes from main sources such as music, movies and video games. | 
herefore consider Hideo Kojima, the father of Metal Gear Solid series, as a role model. In the 
90's | discovered MGS on the Playstation, and fell in love instantly. The game had everything 
was fond of: a great story, characters with personalities, good gameplay, good music, and it 
ade me feel a very particular way. Mr Kojima's work has such care and quality put into it, such 
a special formula of ideas put together in a unique way! This a one of a kind director, one that I 
espect and eagerly await every project he works on. Let's go to the next level, Mr Kojima! 


EMIL GOSKA / POLAND 


DEVIANTART : http://emilgoska.deviantart.com/gallery 
FACEBOOK : EmilGoskaDesign 

BEHANCE: EmilGoska 

CGSOCIETY : http://emilgoska.cgsociety.orgliens 


Emil Goska is a Multimedia Graphic Designer. He's studied graphics and painting for 5 years at the 
Academy Of Fine Arts in Poland, with a graphics design specialization. He's been working as a 2D 
graphic designer and concept artist for many years, especially in the gaming industry. His favorite 
genres are Sci-Fi and Fantasy. As a student, he has discovered the production steps of games and 
movies and that' s how he decided to join the industry. 


When | got my first PlayStation | was immediately drawn to one special game - Metal Gear Solid. 
It was fascinating, mysterious and much more realistic and mature than most other games. It had 
great graphics for the time, and great music, which overall created an unforgettable gameplay. The 
emotional impact of this serie was already incredible 

The best game in terms of graphics and gameplay is definitely the last masterpiece of Hideo Kojima 
- MGS5. | never saw the twist coming, and even if the game wasn't fully completed it is still one of the 
best games I've ever played.. Mr Kojima | want to thank you for the unforgettable memories you gave 
us, with your game series being probably the best ever created ! 


„ / USA 


ARTFOLIO : http://e-mann.artworkfolio.com 
DEVIANTART :ttp://e-mann.deviantart.com 
TWITTER: @EmannLand 

INSTAGRAM: @emannlo 


Emilio is a 35 year old american, he is a professional freelance artist and has worked in almost every 
aspect of entertainment from animation, comic books, trading card games, licensing art, to even video 
games. Some of the most notable shows he's worked on include Teenage Mutant Ninja Turtles, The 
Venture Bros, Metapocalypse, and Black Dynamite. As for comic books, he has been involved in many 
projects as a colorist and illustrator, with DC and Marvel Comics 


| have been a long time admirer of Mr Kojima's work, especially since the port of «Metal Gear» ap- 
peared in the US. His work has always been an inspiration. One of my favorite games he created was 
Snatcher! In 2014 at E3 | got a chance to briefly meet him. | gave him a Big Boss illustration | drew for 
him in 2010. | want to thank Mr Kojima for all the retweets of my artwork. Through him my art reached 
a global audience. | have worked for years as a freelance artist... But the Metal Gear artwork | did in my 
spare time has reached more people than the art | did for my jobs! | got to meet and connect with new 
and interesting people from all over the world. | got to hear their stories on how Mr Kojima touched 
their lives. Mr Kojima thank you for all your hard work, and good luck with your new studio! 


DEVIANTART : 


TUMBLR : ht 


| 
| / GERMANY 


http://furin94.deviantart.com 
tp://furin1994.tumblr.com 


FACEBOOK : furin 1994 
TWITTER: (9 Furin1994 


Furin is a 21 year old student living in Germany. Being creative was always a big part of his life, 
as he learned playing the piano for 7 years and always liked drawing a lot. When he got a PC 
he discovered his love for videogames, A couple of years ago he decided to go full force on his 
art and improved quite dramatically. He is still steadily working on it, and hopes to become a 


professional. 


C 


fo 


Unlike a lot of Kojima's fans, | d 


ose to accompany the grand 


r that passion he has, even t 
eas seem to have become le 


d not grow up with his games. | never played them until the first 
trailers for MGSV came out. But | truly believe that none other than Hideo Kojima could have 
pulled it off. The way he directed these games and their famous long cutscenes, the music he 


stories he wrote, everything works together so nicely to create 
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КІМ НЕОН us, 


TWITTER: (OHEOH. KIM 
INSTAGRAM : iroquois. snake 
TUMBLR : iroquois-snake 


Heoh Kim is a freelance artist who does traditional drawing and painting. He has always been 
inspired by Hideo Kojima (and Yoji Shinkawa's art) and their Metal Gear series. As he puts it, «the 
storyline, the visual look of the series, the anti-war therne, all have influenced his work». He loves 
drawing alternative MGS characters in his own style. 


| think Hideo Kojima is the greatest game director/creator of all time. Everything from introdu- 
cing the concept of steath games, cinematic cutscenes, breaking the fourth wall, to promoting 
peace instead of senseless violence, makes him the best. He proved that a gaming expérience 


can be so much deeper and richer than killing everything that moves, and MGS is proof of that 


The series has some of the best character designs out there. Yoji Shinkawa is a brilliant artist 
and his designs are timeless. | love the way the characters are covered in actual military gear but 
also fantasy elements like Fatmans skates, the Pains bee vest, or Gray Fox and Raiden's cyborg 
gears. MGS has influenced my art stylistically for the better 


/ ITALY 


DEVIANTART : http://ilabarattolo.deviantart.com 
INSTAGRAM: ila. barattolo 

TWITTER: @ilaBarattolo 

FACEBOOK: ilabarattolo 


llaria Grieco has been a video game and comics lover since she was a child. To her, playing video 
games and drawing is a passion which has helped her get throught depressing periods as well as 
happy ones. She feels this is just the beginning of her professional journey, but is very hard at work 
Now down what she calls her «beautiful path», she aims to create things that may inspire other 
people, just as she once was. 


Back when | played the first MGS, | was just a little girl that dreamed of being a part of the video game 
world once grown up. Kojima's imagery and dedication to his work are a big inspiration for people like 
me who want a place in the game industry or just in the artistic field. Trying to be an indie game de- 
veloper is really hard, especially when you work in the same room where you sleep. On certain days 
you just want to give up on everything, whatever you do is never good enough, you will even come 
to the point of asking yourself why you keep doing all of this. It's in these moments that the masters 
like Kojima, who inspired you once to start this journey, come to mind and make you keep on going. 


/ Thailand 


ХЕ 
» FACEBOOK: |seAnanphada 


uw Шй, INSTAGRAM : iseanan 


Ise Ananphada is based in Bangkok, Thailand. Known for her feminine figure illustration style, with 
delicate detail and pastel color palettes, Ise is always interested in symbolic meaning, She is very pas- 
sionate about her work, and loves to play games, read comics, and watch animes and movies. These 
Sources supply her with constant inspiration, an inspiration that her very particular style reflects 


When a friend asked me to work on a project involving MGS3, I got curious about why everyone was 
so crazy about that game. That was the birth of a MGS fan girl. | first played Ground Zeroes and found 
it very interesting and rich, and then got the MGS HD Collection to play MGS3 and Peace Walker, to 
get context. | was blown away and when | got to play the Phantom Pain, | knew that was a series | 
would not get out of. Kojima san, your games are absolutely phenomenal. They can even change the 
minds of gamers who don't usually like military stories in video games and turn them into absolute 
fans. What I've learned from Hideo Kojima? Keep at it until you're satisfied, as much as you can. The 
result is that much finer. Now there's only one thing left to say: when's your next game coming out 
Mr Kojima? 
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JOANA RITA GOMES ;........ 


ARTSTATION : https://www.artstation.com/artist/reffelia 
FACEBOOK: Reffelia 

INSTAGRAM: reffelia 

TWITTER: @Reffelia 


Joana is a portuguese digital/ traditional artist that goes by the name of Reffelia. The inspirations 
for her art are video games, movies, music... and family. She considers herself a creative person that 
enjoys to learn new things, but what describes her the most is her determination to never give up 
Joana has a degree in design, and her dream is to be able to do what she loves without limitations 


Mr. Kojima for me is one of those people that have a very unique mind, | do admire his work. He is 
one of the role models that keep me going, wherever | need to go. After my mother's death, | set my 
priorities and began to seek what the most important thing for me were, and determined my path 
And for this reason | would like to thank you, Mr. Kojima, for inspiring me and countless others. | am 
very grateful for the times when | was feeling down and | played one of your immersive games, just 
to keep me going. Thank you also for making me believe that everything is possible. | hope someday 
| get good enough to work with you. | wish you the best, and please don't stop sharing your ideas 
with the world. 


/ Venezuela 


TUMBLR: mosoruplace 
ARTSTATION : galacticwaffle 


Ricardo Cardozo (Aka Momo) is a 24 years old freelance artist and illustrator from Venezuela 
He spends most of his time creating stuff, and that's what he loves the most. Drawing sketches 
and concepts 24/7, Momo learned by himself everything he knows, as he studied graphic design 
but left and started to practice in the illustration field in particular. 


r kojima was one of the first persons out there who made me appreciate better video games. 
n metal gear solid | saw how Kojima handles his story, characters and teamed up with a great 
illustrator who knows what's going on in these stories. To me, the best thing in the series is 
he identity, the use of science and technology as something that's getting darkee and shadier 
as time goes by. Kojima's other games, like Snatcher, were also great games. | loved the plots 
and designs, and again those themes that are tricky to handle. Like MGS, Z.O.E was a game 
hat made me love mechas even more, along with the structures, vehicles and tech things that 
Shinkawa does so perfectly. Mr Shinkawa, Mr Kojima you have my thanks. 


OSKUNK / FRANCE 


BLOGSPOT: http://custom-art.blogspot.fr 
FACEBOOK: Oskunk 

INSTAGRAM: oskunk_ 

TWITTER: @Oskunk 


Oskunk has always had the habit of drawing pretty much everything, but the geek universe is what 
inspires him most. In 2008, he posted a picture of his first custom on the web, a personal project he 
made just for fun. Since then he's received a lot of orders and his works have generated some inter- 
net buzz. He now has a few expositions and great collaborations to add to his curriculum. His work 
consists essentially in mixing geek culture, graffiti and pop culture. 


ABOUT HIDEO KOJIMA 


In 2015, | was lucky enough to work with Konami for the release of the Phantom Pain. | am very 
proud to have created «FOX» and «XOF» canvases for them, but most of all | had the immense joy 
of meeting Hideo Kojima himself to give my works to him! It really was a great honour, even though 
we couldn't talk very much, it was BIG! Sore time later, | was part of an exposition, along with many 
other French and foreign artists, for «MGS V-The 80's Fan Art Experience». | even had the pleasure 
of reading that Mr Kojima retweeted my creations. Again, a great honour! These two moments, very 
special to me, make me very proud because I have been a fan of his work for such a long time! 
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/ FRANCE 


TWITTER: @rgeekmgs 
FACEBOOK : rgeekcreations 


Raphael, also know as Rgeek, is passionate about creating his own diorama, an activity he's been 
practicing for years. He started with the manga universe (most notably Saint Selya), but quickly he felt 
the need to diversify his creations and technique. For a moment he was interested in console custo- 
mization, so that he could get better at the use of the airbrush, but then went back to his first passion 


and perfected his skills by creating dioramas from new universes. One of them, very special to hirn, 
was Metal Gear Solid. 


| started gaming when | was very young, and started with his game Metal Gear Solid. Hideo Kojima is 
a huge inspiration because of his hard work, creativity, and his way of taking us all by surprise all the 
time, without fail. The way he plays with the fans is unprecedented in video game history. For example, 
when a new game is going to be announced, he throws us off on false leads, gets us exactly where he 
wants us, and creates a climate of anticipation and stimulation. | cannot wait to see where he will take 
us in the near future. Thank you Mr. Kojima for all these emotional moments that you have given us 
through your work. Please keep creating. We are all Homo Ludens. 
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/ FRANCE 


WEBSITE: ww w.booyahgames.com 
DEVIANTART : http://darkdux.deviantart.com 


Rudy Wilde is a self made artist who built his experience in the world of animation cinema. He has 
made two short films durong that time. A few years later, he decided to go freelance. Since then he has 
worked with studios such as Old Skull Games, Namco Bandai, Konami or Gloomywood. In 2014, Rudy 
achieved another project, the creation of a card game, which he achieved through his own company, 
Booyah Games. 


In a video game industry where creativity and audacity are more and more put aside in favor of finan- 
cial profits Hideo Kojima refuses, as he should, to treat the games as sorne artistically low medium, 
and has always elevated it to new standards of brilliance, audacity and creativity, always exploring new 
and sometimes hard to handle themes, and experimenting a lot with uncommon ideas. I think that is 
what inspires me most in Mr Kojima's work: organic work for a high quality experience, an experience 
that often goes farther than being a simple «game», and actually touches players for a very long time 
Yes, | love Mr Kojima's will, a will to make things as he envisions them, as they should be instead of 
how they can be, or how the «bastards with the money» want them to be 
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/ Argentina 


ARTSTATION : salvadortrakal 
DEVIANTART : salvadortrakal 
TUMBLR : trakalart 

FACEBOOK : salvadortrakalarts 


Salvadore was born in Mar del Plata, Argentina, in 1989, which was just the right time to be able 
to watch all the great live action and animated films of the 80's and early 90's, which themselves 
ended up being a great influence in his creative life. Video games also influenced him, and it all 
started with the good old Famicom. Salvadore has always liked to draw and paint, and old habits 
apparently never die, as he doesn't plan on stopping any time soon 


The first game made by kojima | had the pleasure of playing was Metal Gear Solid, and what a 
good way to start! It not only had great movie influences (Escape from new york comes to mind 
first, and it's one of my favorite movies and character!), but it was ahead of its time in terms 
of mechanics and storytelling. Metal Gear Solid made me want to become an artist, because 
through its artwork, made by Yoji Shinkawa, | understood that | could make a living working as 
an artist. We are all part of Snake, part of Hideo and his legacy. Thank you Mr. Kojima, for every- 
thing and for what the future holds 
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/ DOMINICAN REPUBLIC 


INSTAGRAM: servanpicto 

TWITTER: @Kenyu05 
FACEBOOK : servansketch 

TUMBLR : servancastillo.tumblr.com 


Servan Castillo is a 2D animator from New York. He studied animation at the School of Visual Arts, and 
has been drawing and making art since he was 3 years old. He's been a big fan of video games and 
movies. Starting out out as an illustrator and after high school, he decided to get into animation. He 
ended up loving it, and making a career out of it. He also began to branch out in the types of mediums 
he works with, such as sculpture and most recently 3D character and assets modeling 


lideo's writing and direction, added to Yoji Shinkawa's art and design, inspired me in so many levels, 
and it became one of my major influences. And as if Kojima san couldn't make me happier, he released 
the Zone of the Enders series, and | just lost it. | still had high hopes for Z.O.E. 3. | have never met Mr 
Kojima, and | hope | do some day. He made part of my wishes come true when he liked and shared two 
of my drawings on Twitter, and | never thought, in my wildest dreams, that Mr. Director himself would 
ever enjoy a fan art drawing from me.He is, without a doubt, a creative and passionate man, whose 
work has inspired and influenced many people, and | wish him the best on his future endeavors with 
the new Kojima Productions 
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SHERAZ ALI Nonww 


FACEBOOK: shezart 
INSTAGRAM: shez_art 
TWITTER: @shezart 


Sheraz is a concept artist and animator from Oslo. He studied at Noroff University where he specia- 
lised in 3D design and animation as well as 3D film production. His art is inspired by Yoji Shinkawa's 
Work, and is recognized by many as being similar in style but also influenced by artists such as Kirn- 
Jung Gi, Mike Butkus, David Finch, and Patrick Brown 


The moment I discovered a short video clip for the Metal Gear Solid 2 «making of», | was set on a new 
path that truly defined my artistic style. That clip showed Mr Shinkawa drawing Solid Snake... Not only 
did it help define my drawing style but it also inspired me to bring together my love of drawing and my 
passion for video games. Hideo Kojima himself has influenced me in many ways. From the depth of 
his game characters, to the deep and complicated stories he writes, his way of overcoming bounda- 
ries with each project keeps him ahead of his time. It was the release of Metal Gear Solid in 1998 that 
caught my attention. Metal Gear Solid 2 confirmed the saga was every bit worthy of that attention, 
introducing a movie influence to video games like never before, even on the case of the game that 
mentioned Kojima's name like a movie poster would! 


/ CHILI 


DEVIANTART : http://sixfrid.deviantart.com 
FACEBOOK: SixfridArt 
INSTAGRAM: sixfridart 


Jorge Muñoz Silva, an artist also known as «Sixfrid», was born in 1988 in Chilean Patagonia. A 
graphic designer who started working as a freelance illustrator in 2010, he has been involved in 
national trading card games projects, and hopes to work in the field of video games in the future. 
Among his many influences are 80's movies, and of course video games! 


grew up with Metal Gear, and remember quite well the first time | played Metal Gear Solid on 
he Playstation. My mind was blown in every way, be it the story or the characters, it was un- 
believable. | have been playing every game in the saga ever since. | was particularly inspired by 
deep and motivational quotes from the characters, my favorite being «a strong man does not 
eed to read the future. He makes his own». It's a quote that | keep in mind to pursue my goals. 
Hideo Kojima is a very influential person to me, and many people, for being a visionary genius 
who outdoes himself with every project he works on. | just want to thank him ans his team so 
much for the excellent job they have done and will do. Hideo Kojima, you're the one Big Boss. 


/ FRANCE 


WEBSITE: www.tsuchinoko.fr 
INSTAGRAM: tcnk1 

TWITTER: @tcnk1 

FACEBOOK : tsuchinoko. san 


Tsuchinoko is a French illustrator, graphic designer and street artist. He has been working in 
creative fields since 1994, most notably for many advertising agencies in Paris. He has also been 
Creative Director for the French TV channel M6 


have a deep admiration for Hideo Kojima and his talent. The way he develops the universe a 
he characters he created is incredible. For almost thirty years, he has been working with Snake, 
overcoming limits in terms of scenario, gameplay, design and technique. This alone deserves the 
utmost respect, as | personally cannot see anyone else achieving that much in the video game 
ndustry. It has always fascinated me how Metal Gear feels like much more thà simply playing 
a game. Even though Mr Kojima is helped in his task by his army of well trained and capable 
creatives, he is the man who originally came up with the whole thing, and | often ask myself how 
e's managed to be and stay so far ahead of his time. Mr Kojima, thank you for all these emotions 
you've given us, | can't wait to see how far you'll push the limits with your new p 


/ BELGIUM 


WEBSITE: www.vaduamka.com 
TWITTER: @VaduAmka 
FACEBOOK: VaduAmkasproject 


A graphist and visual artist working on consoles, Vadu Amka is passionate about recycling art, concep- 
tion and retrogaming. In 2012, she realized that she wanted to customize, or more precisely that she 
wanted to bring life back to old machines. Her main influences, at first, were steet-art, contemporary art, 
and glitch-art. She is a big fan of everything that is related to the 80's and 90's and is proud of it! 
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The story between Kojima and myself started on Playstation 2, with a version of Metal Gear Solid 1! 
NTSC that | was playing in black and white because the peritel RGB cable we had was broken. I really 
fell in love with the studio in 2001, when Zone of the Enders was released. Although | only had a demo of 
the first two levels, | was totally mindblown by its scenario that reminded me a bit of Evengelion, which 
helped to make me addicted. This game was beautiful on many aspects, all the way down to even the 
music. Moreover, it was an action game with RPG elements, in the way Jehuty evolved and the missions 
were managed. It's one of the rare game I picked back up on PS3 for its HD version, and one of my best 
teenager memories on Playstation 2. | owe that to you, thank you Hideo Kojima. 
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COSPLAY 


ALESSANDRO DI CESARE , rav 


WORLDCOSPLAY : http://worldcosplay.net/member/315537 
TWITTER: Alex's cosplay page 
FACEBOOK : Alexs-cosplay 


Alessandro Di Cesare is a 24 years old student from Italy. He currently studies at the University 
of Bologna and is going to graduate soon in computer engineering. He's entered the cosplay 
world almost 2 years ago, visiting his first faire at Lucca comics and Games, the biggest co- 
micon in Italy. He built two costumes to this day: Raiden from Metal Gear Rising and a protoss 
zealot from Starcraft 2. He won competitions with these costumes with Raiden. 


| think that Kojima did a splendid work. More than a game, not exactly a movie than a film, it's a 
real piece of art that finds a unique place between the two. In fact it's difficult to find a saga that 
lives for more than 20 years, as this one has. Mr Kojima is among the best game designer in the 
world and | would like to see more of his future work. It would be a honor for me to meet him one 
day, maybe at a comicon? Thanks to him l've met a lot of people sharing the love for the metal 
gear series, in particular my «other family», the Sons of Metal Gear, an Italian cosplay group. We 
participate in a lot of comicons and we're growing! 


AMBRA CARRARA, „.., 


DEVIENTART : Poisonambra 
TWITTER: @poison_ambra 
FACEBOOK: Ambra Carrara Cosplay & Nukes 


Ambra Carrara is an italian cosplayer from Venice, where she studied fine arts. She likes watching 
movie, sewing her own costumes and playing videogames. When she was twelve she sewed her first 
costume by herself for a dance show. That was what she thinks of as her «first cosplay experience» 
and she enjoyed it a lot. It was at that moment she realized that she could put together everything 


she had learned (drawing, painting, sewing...) to create her own cosplays, and a few years later it had 
become a passion. 


y admiration for Mr. Kojima started when | saw one of my friend playing Boktai for the first time. | 
ried the game for a few days and | just thought «Wow!» It was something | had never seen before. A 
ew months later | played my first MGS videogame, М953. | fell totally in love with the game. It looked 
ike a movie to me, the storyline was very dramatic and intricate, with a lot of cross-references to ac- 
ual movies. An incredible gaming experience and a new way to play videogames, that's what Snake 
Eater was to me. I like the way Mr. Kojima creates the characters, the female ones especially. They are 
deep, beautiful, strong and deadly women. These qualities made me feel so close to The Boss that 
've paid tribute to her and Mr. Kojima with this very elaborated cosplay. 


3 | AMIE LYNN ‚us. 


TWITTER: @misshabit 
FACEBOOK: amiehabit 


Amie Lynn is a creative goober who loves expressing her favorite franchises through cosplay 
My favorite video games are old school JRPGs, survival horror, and «tactical espionage». Most 
of her time is spent creating costumes. She likes gender-bending stuff, her favorite male cha- 
racters getting a makeover and ending up changed into their female counterparts. She can be 
«obnoxiously» positive at times. 


The Metal Gear franchise feels very personal and intimate to me. The iconic "Hideo Kojima" 
moments are inimitable. | don't think we'll ever forget the controller switch, or naked, no-handed 
somersaulting Raiden. They become some of our favorite video game moments and memories. 
Hideo Kojima, for the same reason, is a huge role model in my life as a creative. | would be so 
lucky to have half his mindset and work ambition. MGS and Hideo Kojima raised us to believe 
the unbelievable, to see video games as more than just a cartridge, a disc, a game. Few game 
franchises have such a dedicated community like this one. I'm very honored to be a part of the 
camaraderie 


ANDREA CANGIAMILA , -~v 


FACEBOOK: https://www.facebook.com/CFcosplays 


Andrea, 24 years old, is from italy. His greatest passion started almost as soon as he was born. He 
has always loved to dress the same way as characters that fascinated him, and took pleasure in 
acting like them. Growing up, he became more interested in secondary characters in video game or 
comic book stories, those who, in his words, «are obscured by the protagonist». Raiden, in his opinion, 
is one of them, a man with a dark past and a great load of anger, along with complex emotions. When 
he wear his armor he feels like he is «one with him, and these emotions» 


Hideo Kojima is the Steve Jobs of the gaming world. What he foresaw in the past 30 years, no one 
else was able to foresee it. He is the very definition of a visionary, one who will carry us all towards a 
new way of experiencing virtual adventures. | thoroughly enjoy playing a character invented by him, 
and my biggest dream is to meet him. This is a dream | have since | turned on my first playstation 
with METAL GEAR SOLID inside. It's like he's always been on the other side of the screen, watching 
us play. | hope that people like him never stop doing what they do, because what he has created is 
something that can transcend generation, people's usual tastes, and is able to unite people under the 
same flag. Thanks Koj 


DANIELA COVELLI a.v 


FACEBOOK : 


LadyDaniela89-Cosplay 


TWITTER: @LadyDaniela89 
INSTAGRAM: LadyDaniela89 
| TUMBLR: LadyDaniela89 


Daniela is an Italian cosplayer who's been active since 2012. She loves anime, manga and video- 
games. Most of her cosplays are based on characters from her favorite games: she's comple- 
tely obsessed with the Metal Gear and Final Fantasy series, and was very happy to be able to 
cosplay her two favorite characters ever, Lulu from Final Fantasy X and Sniper Wolf from Metal 


Gear Solid 


ABOUT HIDEO KOJIMA 
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DAVIDE FASCE, mv 


FACEBOOK: Davide-Fasce-Cosplay 
TWITTER: @davidefasce 


Davide Fasce is a photomodel, personal trainer and an Italian cosplayer who st 


arted cosplaying 


in 2013. He started doing cosplay because of Metal Gear Solid. He started working with agen- 
cies that distribute videogames in Italy, such as Halifax. He is one of the founders of the cosplay 
group «Sons of Metal Gear», which organizes cosplay events in the main italian conv 


ABOUT HIDEO KOJIMA 


The stealth genre never really caught my attention. That was the reason why | 
antastic adventure before now.. In a few month's time | had finished playing 
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ELEONORA CASTELLANI т. 


FACEBOOK: EleCat-Cosplay 
INSTAGRAM: c_eleonora88 
TWITTER: OEleonora_Cst 


Eleonora was born in 1988, grew up, and studied in Rome after graduating high school. At 19, she 
decided to leave her parents house, and start working to live as she wanted. This led her to explore 
life from a different perspective, tougher but more rewarding in her eyes. Her passion for video games 
and TV series got her interested in cosplay. She met the group she is now a part of : the Sons of Metal 
Gear. She plays the roles of Eva and Sniper Wolf 


When | was 10, | received my first PlayStation. At the time it was a brand new world to discover, | 
began to fall in love with the first video games that had a story. Of course, | was destined to come 
across Metal Gear Solid... It's been more than a decade but nothing has changed, | am an absolute 
fan from start to finish. It doesn't matter how much the technlogies evolve, or how much the graphic 
improve, sometimes | need to go back to the origins, to these character and these emotions that only 
Hideo Kojima can offer. Everytime | play Metal Gear Solid, | learn something new, and | consolidate 
values like friendship, love, loyalty, honesty and respect. | will never get tired of this, and every time I 
meet Solid Snake, it's just like the first time, when | was just a kid. 


FRANK BOSS , 


FACEBOOK : Frank-Boss 
TWITTER: @ frankiebello5 


Frank is adrummer and amember of a cartoon th 


ITALY 


emes cover band where he dresses up in cosplay 


for gigs. He never took cosplaying too seriously, to him it's all about having fun. He is a big fan of the 


original Big Boss, Frank often tries to improve his 
to details and trying to learn new techniques for 


cosplays as much as he can by paying attention 
developing props or the cosplay itself. When he 


saw the trailers for MGSV, he decided to make a Venom Snake costume. Konami US found a picture 
of him and decided to invite him to the 2015 E3 in Los Angeles: an amazing experience. 
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| know that Kojima Sama is a music addict, and the Metal Gear Saga is made as a great movie with 
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FRED CASSA, rav 


ACEBOOK: Bubble-Head-Nurse-Cosplay 
TWITTER: @BubbleHeadNurse 


Frédérique is a japanese culture, manga, anime and video game fan. A hardcore gamer way before 
the authorized age, she made her first cosplaying attempt in 2010 and loved it so much she doesn't 
feel like stopping anytime soon! She draws and makes handmade costumes and weapons, but also 
pursues her passions for acting and theater. The video game industry getting more and more close 
to the movie industry, she wishes to accomplish her dream of acting a video game character in the 
future 


Hideo Kojima was one of the first creators to give the player emotions and a well paced story in a 
video game. He's also one of the best at what he does, if anyone else can do what he does. His love 
for movies is really obvious, and his way of breaking the fourth wall in situations like the Psycho Man- 
tis boss fight is just awesome, something no movie can do quite like this. A master of drama, playing 
with emotions and succeeding at it with the help of beautiful theme songs and brilliantly developed 
characters, These games are intelligent, and make you reflect on certain things like no other can 
Kojima gave me laughs, tears, rage (my God, the injustice of the Boss' end), and they all inspire me as 
an artist and actress. For all of this.. Thank you Master ! 


ITS RAINNING NEON us, 


FACEBOOK: DeAnnaDavisCostuming 
INSTAGRAM: itsrainingneOn 

PATREON: ItsRainingNeon 

TWITTER: @ltsRainingNeon 


DeAnna Davis is a international Cosplayer, Photographer, Designer, & Entertainer who uses her 
numerous talents to focus on bringing to life characters who have inspired her and millions of 
others, though her art. 


ABOUT HIDEO KOJIMA 


Hideo Kojima's vision and art direction has provided years of endless inspiration for me. With 
the visual aesthetic of the world he has created, it's seamless blending of realism and scifi ele- 
ments, combined with such a masterfully crafted story it be hard to no be inspired by such an 
astounding creative vision 

The way the he tackles such complex character interactions and most of all incorporating so 
much real world relevance, in social and political commentary, his games have changed the face 
of gaming and art forever. 


JACK ACTION / AUSTRALIA 


FACEBOOK : ActionFigureJack 
TWITTER: @JackActionGear 


Based in Sydney, Australia, Jack has portrayed all 5 different Snakes from the Metal Gear Solid 
series since 2006. 

Operating his own business, Armoured Heaven, since 2010 Jack's company is Australia's lar- 
gest toy gun retailer. During an IGN game awards night of 2013, his father, brother, and he won 
an Xbox One for best costume group of the night 


| feel Hideo Kojima has achieved creating the greatest game series of all time. I've never met 
Hideo but obviously wish to have the honour of doing so. | would love to have his signature on 
some of my toys ! Hideo Kojima's impact on gaming is huge. I personally think that with MGS 
1-4, he and his team mastered the perfect blend of cinema and gaming. It feels good to be able 
to spend all day immersing one's self into the series and absorbing all the information that is 
contained within just one of the games. Mr Kojima, hank you very much for developing such an 
amazing franchise. You've certainly made a life-long loyal fan out of me, and | would love an 
opportunity to meet the team to say this in person! 


JOHN CORRADI, т. 


TWITTER: @Bigsnake83 


John Corradi, a computer technician, has always tried to do the best he could in life. Being 
honest, fighting for what he believes in, keeping his spirits and morals even in difficult times. As 
an artist and gamer, he decided to get into cosplay. His hero? Naked Snake 
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LUKE NAKAMURA ту 


FACEBOOK : lukecosplays 
TWITTER: (Ogt4president 
INSTAGRAM: gt4president 


When Luke was a child, when someone asked him what he wanted to be when he grows up, his 
answer was "| want to be Solid Snake"... And he did. Luca, better known as Luke Nakamura, is 
an italian cosplayer, MGS fan and a mechanical designer. During the last years he used his skills 
to make Sci-fy items and technologies from videogames and movies; especially from Metal 
Gear Solid. 


ABOUT HIDEO КОЛМА 


With Metal Gear, | learned that we must take control of our lifes and fight for what we belive in 
learned the importance of our actions for the next generation, because what we do today is 
what our children will learn from us tornorrow. For a lot of people Metal Gear is not just a game 
but a real life lesson. Hideo Kojima brought the attention of young people to the revolutionary 
concepts of Orwell, he has helped waking up the mind of a sleeping world, a world where only 
oney is valued, not art, principles and will. | built my entire life on these principles, and in good 
or bad moments I know that i'm doing the right thing. I really hope to meet Hideo Kojima one 
ime...but I'll probably not be able to say anything articulate, except for a great big than 


MARK WESKER, Tv 


FACEBOOK: mark_wesker 


TWITTER: @MarkWes 


ker3 


INSTAGRAM: MarkWesker3 


Mark Wesker was born in Pisa on March 23, 1990, and started doing cosplay at Lucca Comics in 
2007. He enjoys comic books, movies and video games. He also very much likes fantasy, espe- 
cially vampire themes. He always cosplays the villain, because he finds them more fascinating 
and usually deeper than the heroes. Let's face it, a great hero is nothing without a great villain. 


Hideo Kojima is a gen 
and even though they 
racies, science fiction), they manage to conv 
| cried when I finished Snake Eater, | cried w 


are games that deal w 


us.. | have loved the Metal Gear saga ever since | played it for the first time, 


th very complex subjects (spies, betrayals, conspi- 


ey emotions, and even make you cry at times. Yes, 


en | killed The Boss, my favorite character... Ironi- 


cally, before Ground Zeroes, | had never done a MGS villain cosplay. But when I saw Skull Face, 


it hit me, and I started 


world with my cosplay and | have to thank H 


for all the emotions a 


working right away on 


^d all the fun that you g 


the costume. I really love Skull Face, I traveled the 
ideo Kojima for that. Thank you master, thank you 
ave me 


PH BONNEVILL 


E VTBI " 


XE T ы 
B ары MOT 


MERYL SAMA ..... 


FACEBOOK: Merylsama 
DEVIANTART: meryl-sama 
TWITTER: @Merylsama 
INSTAGRAM: merylsama 


Meryl Sama is an Italian cosplayer and model. Gaming has always been her biggest passion 
since she was little, and that's why most of her cosplay work is based on video games. An 
active and kind person who values friendship and trust above anything else, Meryl is always 
ready to learn new things and make new experiences. 


There are two things in particular that all Metal Gear games have in common and that I fell in 
love with. First is the story: not only the main common plot.. Second is how female characters 
are so perfectly portrayed: each woman has her own specific personality and traits. In the 
whole saga, no female character is the same as another and this is sadly uncommon in video 
games. These are the reasons why | enjoy cosplaying as so many characters from the Metal 
Gear universe. I really admire Mr.Kojima for what he has done for the video gaming world, and 


| firmly believe my beloved passion wouldn't be the same without his genious. | can't wait to 
follow and support more of his works in the future. 


MILENA VIGO mv 


WEBSITE: www.milenavigo.com 
FACEBOOK : milenavigoofficialfanpage 
TWITTER: @MilenaVigo 

INSTAGRAM: morrigan. lynx 


Milena Vigo is an actress and cosplayer who loves video games as much as one can. She has 
worked for TV spots, independent movies, music videos, and for many different events with 
the most famous videogame producers such as Capcom, Konami, Deep Silver, Bethesda, and 
Ubisoft since 2008. The first cosplay she ever made was Eva, from the 3rd chapter of Metal 
Gear Solid, just because she really loved Snake Eater and this character in particular. Now she 
enjoys crafting her cosplays, sawing and building props and dresses. 


I've loved metal gear since | was young and played the first one. More than а game, it was а 
playable movie with unique gameplay and gimmicks. The background that Kojima created 
was so original, mixing the old war technologies and the new ones, depicting characters that 
all had a story and weren't shallow... Metal Gear was full of emotions. | am very thankful for all 
it's given me. Thank you Mr Kojima, thank's for all ! 


NAYTHERO , 22101 


FACEBOOK: NaytheroProd 
TWITTER: French. Raiden 


Naythero has always tried to be good at everything. He has practiced martial arts from all over the 
world. He has also practiced piano, drawing, rollerblading.. Naythero thinks of the Bushido culture 
as an inspiration for his lifestyle, as, in his opinion, being conscious that death is inevitable brings 
the need to always perfect himself. His aim, in his own words, is the «almost perfect». 


ABOUT HIDEO KOJIMA 


| began playing Metal Gear pretty late. To be honest, | started when MGS4 came out. It was as an 


adult, when | debuted my career in cinema, that | decided to try anything and everything even re- 
motely related to movies. It was during this peculiar period that | got into the MGS saga, and disco- 
vered Raiden. The second time | met Mr Kojima, at an event for the 25 year anniversary of the saga, 
| was very impressed because he was so humble! Metal Gear Solid is, to me, the first game that 
managed to slip between video games and movies. It's because of games like these that people 
don't treat you like a child for playing games. My team (Foundation Pictures) and myself are cur- 
rently thinking about making a spin-off focusing on Raiden's evolution.To achieve this, we invested 
alot, so that we can offer a Hollywood blockbuster quality to the project and reach as many people 
as possible. We want to give back to MGS for what MGS gave us; we want people who never played 
a Metal Gear game to try them and understand the messages Mr Kojima and his teams expressed 
in them. Finally, we want to put an end to the idea that video games are inherently violent. 


NICK TAYLOR, . 


FACEBOOK : Mantis.Cosplays 
TWITTER: (ON. Tail 


Nick is a huge Metal Gear Solid fan and cosplayer based in Liverpool, UK. His first cosplay, The 
Sorrow but now he prefer to do it as Psycho Mantis. He's followed the game and Hideo Kojima 
ever since, attending signings, collecting as much memorabilia and merchandise as he could, 
and of course — supporting and meeting with Kojima-San on any occasion he could. His prized 
possession would have to be MGS1 premium package signed by him and Yoji Shinkawa. 


To say Hideo Kojima is an inspiration to me is a massive understatement. Video games can 
be many things; in their most basic form - a form of entertainment. They can be an escape, an 
emotional investment, and a form of art — Kojima-San is one of the very few incredibly talented 
individuals who consistently brings all of these aspects together in his work. | had the privilege of 
representing Kojima Productions for the pre-launch event of Ground Zeroes at the Inside Games 
event for the BAFTAs. This was the 2nd time | had the chance to meet Kojima. | was wearing my 
Psycho Mantis cosplay, and despite him being busy and crowded with dozens of fans wanting 
pictures, autographs or just a chance to actually say they've met him - he smiled at me and took 
a picture of us both and that moment made it all worth i 


OMI GIBSON rw 


FACEBOOK: Omi-K-Gibson-Cosplay 
TWITTER: @OMI_KERO 


Omi Gibson is a Japanese cosplayer who's famous because her relation with Hideo Kojima 
She start activity of Cosplay in early 1990. For a lot of european cosplayers, she's the best MGS 
cosplay ever. 


It all started for me with Snatcher in 1992 on PC ENGINE. It was the first time | put hands on a 
set of Hideo Kojima. It was from that moment that my life cosplayer became head of Kojima 
universe. Shortly after came «Policenauts» and again | loved playing there. Rich of all the good 
times spent in front of my screen, | decided to put it in cosplay. Putting myself in the shoes of my 
favorite characters. | have since had the great honor of being the guest of Hideo Kojima for the 
transmission of Radio «Hidecan» number 131. But also at the Tokyo Game Show to represent 
the universe MGS Peace Walker. Thank you for all that Mr Kojima. 


ШІ! 
| | 
| | 


N RAIKI / JAPAN 


TWITTER: @s_raiki 
COSPLAY: http://www.cosp.jp/prof.aspx?id- 12229 


^ cosplayer from the Tokai region. She has actually met Hideo Kojima at TGS 7 years ago while 
she was doing an MGS2 cosplay. She is currently doing a cosplay of Ocelot from MGSV but 
she does cosplay from other franchises as well. She is one of many who enjoys all of Kojima's 


ABOUT HIDEO КОЛМА 


| love Policenauts, Snatcher and MGS, and out of all of Kojima's games | really love the MSX Me- 


tal Gear and Metal Gea 


2 so much so that | went out of my way to procure them and the walls of 


my room are all decorated with posters from the MGS series. I'm not very good at video games 


so even though | see t 


he Game Over screen many times, | really want to see the continuation 


as if you were being sucked into a very compelling movie. This also influenced in me a feeling 


of never giving up. Eve 
from each playthrough 


in a story that makes you think | really appreciate all the small in-jokes 
of the game that it's something you can never get bored of, and | am very 


thankful for that. | really appreciate each and every one of the characters and | am captivated by 


their life styles so muc 


that | really wish my friends around me would try Kojima's franchises 


I'm looking forward to your latest project in the Reborn Kojima Productions ! 


MAYO 09 17 / JAPAN 


TWITTER: @mayo091 7 
TWITTER: http://www.cosp.jp/prof.aspx?id- 2351 


A cosplayer from the Kansai region. Her cosplay history spans 10 years but she is new to Metal 
Gear cosplay. She only has one MGS cosplay under her belt but she always wanted to cosplay 
as Snake and she finally did it last year. She would definitely like to have the opportunity to cos- 
play like this again. 


We all know that there are many Snakes but | only knew about this fact since last year, and as 
such | am a beginner. ме played MGS1 when | was young and then suddenly jump to TPP last 
year. For someone who doesn't know about the previous works I really enjoyed it alot ! Sneaking 
around, defeating enemies and then fultoning them all away, or head-shotting them from far 
away is very refreshing ! My favorite character is Big Boss, but I really love Venom Snake as well. 
| feel that the thoughts of the two guys who accompany Snake in hi Ocelot and Kaz, that who 
accompany Snake throughout his adventures is very exciting. | guess | have to go play the older 
games in the series now. I'm looking forward to Kojima's future projects ! 


SULIAN MILES rnAve 


FACEBOOK: Teocosplay 
TWITTER: Sulian_miles 


Roxanne, also known as Sulian Miles, has been dreaming for 28 years. She expresses these dreams 
through art, more particularly drawing. Attracted to video game and manga designs. Before she be- 
came a hardcore gamer, it was piano she loved to play. Cosplaying, drawing, role playing and mode- 
ling have allowed her to enjoy varied experiences and define her tastes little by little. 


ABOUT HIDEO КОЛМА 


Hideo Kojima is a genius, a great storyteller, and a man with an audacity that pays every time. 
| hope that in a few decades people will still talk about him. Casting Stefanie Joosten for the role was 
perfect, and his ideas for Quiet as a character, with her Rorschach-like butterfly eyes were enough 
for me to go all-in with the latest game. | am happy MGSV came out and found (or created) its pu- 
blic. A long-time fan of the series, the stealth approach presented a new kind of challenge, and the 
characters had a lot of personality, on top of being sexy. | don't regret playing this series. | also don't 
regret playing Quiet through cosplay, and getting the opportunity, thanks to Tarak Chami and the MGS 
France group, to meet and play a duo with Stefanie Joosten. Thank you all, thank you Hideo Kojima, 
with your creative madness and delirious ideas. You've been able to provoke real passion inside of 
each us. How about trying movies? 


SURUDENISE 2 7777 


FACEBOOK : SURUdenise 
TWITTER: @SURUdenise 
INSTAGRAM: SURUdenise 
YOUTUBE: SURUdenise 


Denise is a student, cosplayer and artist from Germany. Her goal is to travel the world, learn 
about different cultures, and work in the video games or movie industries. Other than that, she 
just loves travelling, watching movies, playing games, and food! 


ABOUT HIDEO KOJIMA 


I've been a fan of the MGS series ever since | saw МО51 on the PlayStation when | was 5 years 
old. Mr. Kojima's games have been a huge part of my life ever since, and I've met many people 
and made new friends through the MGS community. His games always have a meaning behind 
them and | learned a lot from them growing up. | love the characters he creates and | enjoy brin- 
ging them to life through cosplay. | hope to continue doing so in the future. 
I've never met Mr. Kojima personally, but if | ever do, | would like to thank him for his creations 
and support. I'm looking forward to Death Stranding and | will always support him and his team 
As a fan, as a supporter and as a friend 


“- AIMGEHESS.BE 


WEBSITE: www.metalgearsolid.be TWITTER:@aimgehess FACEBOOK: MetalGearSolid.be 


# The MetalGearSolid.be community and website was created by a young man who dreamt of 
becoming a comics illustrator. The website's creator has been rewarded for his persistence and 
tenacity, as 10 years after founding the community, he got an exclusive interview with Hideo Ko- 
jima and Yoji Shinkawa in Paris. For him, it was a dream come true. 


The interview was the best part of this adventure. The most surprising thing, to me, was that they 

were very kind, patient and modest. | was a simple fan, interviewing superstars for the readers of 

the website, and | could hardly hold the mic properly. Despite them having numerous interviews 

- with professionals and the specialized press, Kojima-san and Shinkawa-san answered all of my 
questions with great care. Mr Kojima is a very funny man, which made me feel comfortable.Like 

ё many other fans in the community, Metal Gear Solid significantly changed a part of my life. More 

than a video game, it's an experience that stays with you long after you turn off the console. Metal 

Gear Solid also makes you watch a lot of movies if you want to see the inspirations behind it! For 

all of the unforgettable years, for Metal Gear, thank you Mr Kojima, and thanks to the brilliant team 

you directed. l'm sure all of our readers, and the people involved with the website, are eager to see 


COMMUNITIES what you come up with next 
== t 


EKLECTY CITY 


WEBSITE: www.eklecty-city.fr TWITTER: @EklectyCity 


Thomas Ode is the founder and chief editor of the Eklecty-City.fr website. Born in 1987, the year 
Metal Gear came out, Thomas started animating Metal Gear fan forums on the internet when he 
discovered the series with MGS1 on the Playstation. He soon began writing for several websites 
related to Hideo Kojima and his saga. Eklecty-city is the product of his experience, a website 


WEBSITE: www.metalgearinformer.com TWITTER: @Nyxus_ 


METAL GEAR INFORMER 


MGS FACEBOOK: metalgearinformer 


Founded in 2012, Metal Gear Informer started out essentially as a Metal Gear fansite, but since 


the split between Konami and Kojima, it also focuses on Ko} 


latest Metal Gear and Kojima news, you can find analysis, 
merchandise (such as soundtrack cds and artbooks), top lis 


ima's new ventures. Aside from the 
close-up looks at various pieces of 
s, and articles focusing on the most 


dedicated to cinema, video games, and pop culture. For Thomas, there wouldn't be an Eklecty if 
there hadn't been Metal Gear. 


memorable moments from the series. 


ver a1 Gear Informer(a x9 
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m есут U CUED fc BO CUYO, For thirty years, Hideo Kojima has been challenging the ideas of what a videogame can be with his 

«out of the box» approach, high quality cinematic storytelling, and exploration of complex themes. 

| remember the first time | played Metal Gear.. It was in 1999, on an afternoon that | wouldn't for- There is an idea, a vision behind practically any aspect of his creations. It makes them stand out 
get anytime soon. The trailer for MGS was shown on TV, with the sequence where Snake arrives even after three decades. Being a Kojima fan means never really knowing what you're going to 
to the docks. It was a shock. The game had all the codes that are usually seen in movies. | recall get. Kojima makes a point of seeing things from different perspectives, finding new ways to look 
saying «this was made for me, | need it». The week the game came out, | sold two of my other at something, new experiences. Perhaps that is one of the reasons so many people are always 
garnes to buy it. It was worth every cent, Metal Gear Solid was like discovering a whole new world! interested in what he's up to. With our website, we hope to have created an environment for these 
The more | progressed in the game, the more | was amazed at all the mechanics, scenes, and fea- people to come together, while at the same time sharing our own views and interpretations on the 
tures it had. It was my first experience with the «4th wall», and it made a memorable impression. series. Over the years we have accumulated a Metal Gear collection consisting of (aside from the 
Fiction had just mixed with reality. Another thing related to MCS I have to talk about is the people. games) Premiurn Packages, soundtracks, artbooks and more. We had the chance to 'meet' Koji- 
| have met many people, some in a professional context, others because we became friends. I've ma and get his autograph during the 2008 World Tour for Metal Gear Solid 4. Kojima has changed 


met a lot of great people thanks to Metal Gear. Hideo Kojima has entertained us, made us ques- 
tion ourselves and our vision of the world. There's a very special connection between the fans and 
Mr Kojima. Maybe because everyone can find things in his games that are related or echo with 
their life. It's the beauty of Metal Gear. Thank you Hideo Kojima, for these hours of play, these 
question marks, the people lve met. Metal Gear players are very lucky. We are Homo Ludens. 


the way we look at videogames, and made us obsessed enough with his universe to create a 
whole website dedicated to the Metal Gear franchise and his games in general. We hope he will 
continue to surprise and delight gamers around the world with his future projects, and, along with 
our deepest thanks, we wish him all the best with his new studio! 
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METALGEARNEWS 


WEBSITE: www.metalgearnews.fr TWITTER:@MetalGearNewsFR TWITTER: metalgearnews 


PYTHONSELKAN 


WEBSITE: www.youtube.com/pythonselkanHD  TWITTER:(Qpythonselkan FACEBOOK: pythonselkan 


etal Gear News, originally known as Metal Gear Concordance, began as a little Facebook 
anpage. The idea of the group, outside of sharing the passion for Metal Gear, is also to intro- 
duce and support a great number of talented illustrators, cosplayers, and artists. Their works 
gravitate around the Metal Gear universe. The Metal Gear News team takes great pleasure in 
alking with professionals, but above all take pride in giving some light to lesser known people 
who deserve to be heard and to be better known for their amazing works. 
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Hideo Kojima is a creator who has a hand in many fields and takes great pleasure in playing 
with the player. Hideo Kojima is also a gameplay inventor. Who would've thought that a tech- 
nical limitation could be used to create the stealth genre, leading to what we know today? 
Who would've thought that every Metal Gear game would enrich its gameplay to finally end 
up with the perfection of MGS V's? All of that, deriving from a MSX game... Kojima San, above 
all, is a storyteller. Every one of his games gets us all emotional. Every one of his games fea- 
ture incredibly deep characters. The saga's story, made of bits and pieces we stick together 
to see the big picture, is extremely rich, every episode questionning everything we thought 
we knew after the precedent. Mr Kojima didn't just create the biggest video game saga of all 
time, but also, for sorne, a lifestyle. For all these reasons, and on behalf of the entire Metal 
Gear News community, it is with great honour that we take part in this project, and tell you 
with the utmost and sincerest respect: thank you, Mr Kojima. 
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Python and Selkan are 2 Brothers from Malta, a tiny country in the Mediterranean. They 
started Youtubing in 2007; editing videos, trailers and gameplay montages, mainly for the 
MGS, Assassin's Creed and Uncharted Franchises. However, fans might know them best 
from their recent 3-year journey; where they thoroughly analyzed the much-anticipated se- 
quel for a «little» franchise the world knows as Metal Gear Solid. 
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Ever since we were kids, we've always been deeply astonished by the immersive storyline and 
cinematic value which the MGS series is famous for. In our eyes, the exceptional storytelling 
is unmatched by any game series. All of this was possible thanks to a certain mastermind 
the world knows as Hideo Kojima. Mr. Kojima is a brilliant innovator who has always inspired 
us in every project we have worked on. Our series of Detailed Analysis videos for Metal Gear 
Solid aren't presented in a simple straightforward manner, because we always add our own 
cinematic style to them by featuring a plethora of MGS soundtracks, background ambient 
sounds, quotes, voice over dialogue and cutscenes, along with other editing effects such as 
MGS4-like flashbacks - all to immerse our viewers into the MGS atmosphere which they en- 
joy so much, whilst sharing our analysis discoveries and thought-provoking theories - based 
on over 20 years of longtime knowledge of the Metal Gear Series. Our Analysis videos are 
non-profitable and are all made out of pure love for this franchise, from MGS Fans, for MGS 
Fans. Everything Mr. Kojima does is for the fans and we're certain that he'll never do anything 
that lets them down unless there's a good reason behind it... That's what keeps us going. 
What we do today is the direct consequence of Mr Kojima's awesome, well-thought, and rich 
work. We wish him the best and hope he continues on his path, we'll be right behind him. 
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SHADOW MOSES 


TWITTER: @ShadowMosesGame FACEBOOK: ShadowMosesUnreal 


The group Fan Legacy: Metal Gear Solid, previously known as «Shadow Moses», was created 
by Canary Islands based fan Airam Hernàndez. The objective of this community project is 
to pay tribute to the saga, and It features all kinds of fan artwork. By a fan, for fans, and 
dedicated to share the love for their favorite serie, the community has great times ahead it. 


Gear бойа Nl БЫ е 


As the creator of the community | wanted to adress a few things and memories to Mr Kojima 
in the name of our group. Personally | have grown with Metal Gear Solid. As a kid, | wasn't 
fast enough during Ocelot's torture scene, and finished the game with Meryl dead and me 
crying. Later, when | grew up and managed to save her, it felt so happy! | was in that really 
geeky state, thinking «it's ok babe, | came back for you». Time just males you stronger 
guess! Good things get time to get, and you don't always make it on your first try, at least 
that's how | see it. Anyway, this part, along with other special moments, are what І, and I'm 
sure many people, love about the game. Mr Kojima's work is a piece of art which deserves to 
stay alive and be passed on from generation to generation. Naomi was right when she said 
«when the torch is passed on from parent to child... It extends beyond DNA; information is 
imparted as well. All | want is to be remembered. By other people, by history». Well, sticking 
to that metaphore Mr Kojima, we are happy to be your children. 

Our community thanks you profusely for bringing us the best saga ever created. We all wish 
you the best of luck on future projects. We'll be waiting. 
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SOLID SNAKE / FING3RS 


TWITTER: @FINGSRSMUSIC FACEBOOK: solidsnakelulz FACEBOOK: f1ng3rsmusic 


The Solid Snake page's admin is 29 year old Jeremy Belcher. Based in Virginia and very ac- 
tive a music producer (known as FINGSRS), he creates video game inspired original music, 
as well as video game music remixes, parodies and mashups. The Solid Snake group itself 
creates content, promotes artists of the Metal gear fansom, and engages in discussions 
every day with fans all over the world. As of now, the page is the largest unofficial MGS page 
on Facebook with 111,479 likes and growing. FING3RS himself has done over 35 Metal Gear 
remixes. 
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Hideo Kojima has had a huge impact on my life, not only as a gamer and a musician, but 
as a person. His smart directing style, nods to classic films and other media, meta that you 
could talk about for days, along with his need to mess with players' heads, make it feel like 
more than a game. He's changed my overall view of the world and how people should treat 
one another. The Metal Gear series teaches us that we can't allow ourselves to be chained to 
fate, and to fight for what we believe in. It's also taught us to not believe everything you are 
told, and to question your moral compass. | feel like out of any video game director, Hideo 
Kojima is the only one that's actually made me think about a series more after playing it than 
during the time | was playing it. Our community is full of people with experiences similar to 
mine. Everyone has found something special and personal in the games. Our community 
joins me in my deep and respectful thanks to Mr. Kojima. May he keep doing his thing for 
many years to come. 
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SONS OF METAL GEAR 


TWITTER: @SOMG_cosplay FACEBOOK: sonsofmetalgear 


Sons of Metal Gear is the first Italian MGS Cosplay Group, founded in 2014 after the biggest 
Comic Convention in Italy, "Lucca Comics and Games". The purpose of the community is to pay 
tribute to Mr Kojima and his saga, enlisting the most talented and creative MGS cosplayers in Italy 
The goalis to involve as many people as possible to create the biggest community ever, and doing 
so, the members hope to act in the interests of Mr Kojima and his values, as they try to create the 
biggest network possible, covering every area of common interest about Metal Gear. They all love 
the saga and do all they possibly can to make it more real, choosing very carefully each member 
to make sure everyone on the team has a good knowledge of the franchise, the same passion, 
and that everyone plays the perfect role in the projects. It's very important to them to be repre- 
sented in this book, as they are always doing the best they can, not asking a single dollar, only for 
their passion. This group is united by a feeling of gratitude towards Hideo Kojima and his team 


We would like to thank Mister Kojima for creating this wonderful parallel (but quite accurate and 
close to reality) world, which has no equal in the history of video games, and is inspirational 
enough for us to recreate many scenes of our favourite chapters the best way possible. We gather 
from all over Italy for Metal Gear, to give life to its characters! 

This is our heartfelt thank you, Kojima-sama! Kojima kaminandesu! 


ROW UTE 


Sons of Metal Gear are: 

Mark Wesker, Luke Nakamura, Milena Vigo, Alberto Bello, Ambra Carrara, Marco "John" Corra- 
di, Davide Fasce, Roberto "Robbie" Sivero, Alice Sivero, Salvatore "Silver" Tabbi, Alessandro Di 
Cesare, Andrea Cangiamila, Daniela Covelli, Francesco “Pequod” Simionato, Vanessa Rossoni, 
Lorenza Bertolo, Gae «Prizmatec Cosplay», Cinzia Corradi, Alessandro Zucchi, Roberto Falconi, 
Eleonora Castellani, Giovanni Fumagalli 


GUESTS 


CAROLE QUINTAINE 


Animator/Freelance Gameblog - France 


Hideo Kojima is a brilliant artist. A creator of story, a dream maker... With Metal 
Gear, he created a complex universe, rich and full of characters on their torturous 
road through life... With this one of a kind series, Mr Kojima has earned his place 
in the history of video games. He is one of the figureheads of the industry and 
much more, one of those who made me love video games. He likes to confuse 
and surprize the player when he least expects it, he goes into unexplored terri- 
tories where many wouldn't dare to go. Yes Hideo Kojima is different. And this 
difference has allowed him to build a special kind of relationship with the players. 
To me, he is an inspired sculptor, a puppeteer, the conductor of an elegant or- 
chestra... He is all of these things to me. He is a brilliant non-conformist, a very, 
very talented man. And for having shined like the sun on my life as a gamer, | only 
have one thing to tell him: thank you, Hideo Kojima. Thank you for being what 
your are, and for giving such beauty to video games. 


DANTE CARVER 


Actor - USA 


Metal Gear Solid Touch Promo was when | first met Hideo Kojima. I've played 
and owned his games since they came out, but meeting and working with Hideo 
has been amazing. He's on a creative level of his own, and brings out the best in 
his production crew members too. Being part of the games is fantastic, but being 
friends and working with him has been an honor and a privilege. Here's to the 
future!! -Danté Carver aka- TGS Drebin/MGSV.Doom Kangaroo 


DONNA BURKE 


Singer/Voice actress - Australia 


We all know | have only played a total of 10 minutes of the entire MGS series. It's 
way too scary for me! | am grateful I'm still a member of the MGS community 
thanks to being given the chance by Hideo Kojima to sing not one but several 
iconic songs. Here's to you Kojima-san! Thank you so, so much! 
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ESHPAL MANN 


Fan - Singapore 


Eleven years ago, when | was in middle school, my classmate introduced me to 
this game called Metal Gear Solid 3. As soon as | bought the game, | immediately 
started playing the game and | couldn't stop. It was nothing like I've ever expe- 
rienced in my life. Ever since that day I've became a fan of Hideo Kojima and all 
his wonderful works. 


You inspire all of us to be better versions of ourselves, to experience all sorts of 
culture, to broaden our horizons. Your boldness to do what other dare not ins- 
pired me to work towards my dream of becoming a voice actor. Thank you for 
each and every wonderful moment you have given us throughout all your games. 
They're experiences I'll never forget for the rest of my life. 


Let us pursue our dreams to the fullest! | hope one day | will be able to voice a 
character you have created. To be able to work with the man who has given you 
your dream would be a once in a lifetime experience. | will do my best as a fan, 
and as a professional to one day inspire people just like you. 


Thanks for everything you have done until now. I'm looking forward to see what 
you have in store for us with Death Stranding as well as New Kojima Productions. 
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MICKYMACTROY 


Management/Creative Director - Netherlands 


Last March Stefanie (Joosten) and | met Hideo Kojima and his lovely assistant 
Ayako in Tokyo. During a great meal we discovered we had the same taste in 
music. Also it was very inspiring talking about creating games. Hideo Kojima is 
as a person a really nice guy, but above all a great artist! 
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OMER YOUNAS 


Lead Graphic Designer DICE /ex-Kojima Productions - LA 


Thank you, from a life-long fan to a member of the Kojima Productions LA 
Team !Your insiparation has been nothing short of groundbreaking for a fan who 
dreamt to work alongside you on this historic franchise. 

When | first played MGS1 on the PSX I never imagined | would be given the ho- 
nour of working on a MGS Project nearly a decade later. 

When | joined the amazing tam at KJPLA, | dedicated my time to creating art that 
would exceed exectations both internally and externally. | remember pitching the 
original idea of Team Solid & Liquid and set out to create iconic team emblems 
to match. The logo for METAL GEAR ONLINE 3, was also a huge responsibi- 
lity which | took on to create for the fans and to hold up to the name of MGO. 
Looking back, my time at KJPLA often feels like it was a dream. | still feel extre- 
mely blessed to have been given the opportunity to have worked on the last MGS 
of the series ans so | dedicated this work to Kojima Productions. 
Here's to YOU (Hideo Kojima), Kojima Productions Japan and Los Angeles Te- 
zams for the breathtaking memories which will never disappear. 
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PANTHAA 


Journalist/Editor Jeuxvideo.com - France 


Hideo Kojima taught me 3 essential things: video games, english, and commu- 
nity spirit. The man quickly became the pinnacle of my video game culture, and 
just as litterature has its grand auteurs, | am convinced that the Kojima name and 
his work will transcend the ages and that his very particular style will be talked 
about in the industry in the future. 


His talent for setting the scenes and the narrative aspects, his pursuit of details 
hat placed every episode way higher than any of its rivals, just like a master 
of story telling that everyone fails to imitate despite their hardest effort, Hideo 
ojima has a unique and irreplaceable touch. Of course, no one should forget his 
eams and collaborators, a select few of talented people, without whom wouldn't 
have been able to produce all the incredible games he is so renowned for. 


t was partly thanks to him that | joined the video game industry, because he gave 
me, with MGS 2 and 3, the desire to talk about my passion and write pages upon 
pages of ideas, theories, and analysis, on forums dedicated to his games. 


| was very surprized at E3 2014, during a presentation of MGSV, to see a door 
open and see Mr Kojima's head sticking out, taking the «temperature» of the 
crowd. It was quite funny and | had to refocus on the presentation of the game. 
At the end, Mr Kojima came in the room to talk with his teams, and accepted to 
briefly see us for a hand shake, an exchange of words, and a picture. 

After all, although we are professionals of the industry and the critics of his next 
work, we were all the product of his creations. Kojima has an aura, the aura of 
a man whose creative potential can do miracles, the aura of an artist of video 
games, capable of making masterpiece after masterpiece. A rare talent in the 
industry, that many people don't give nearly enough credit and importance to. 


RYUHEI KITAMURA 


Film Director/Screenwriter - Japan 


Friend, master, comrade, one and only genius of the video game world, | am ex- 
tremely proud to be born around the same time as Hideo Kojima. 
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SATOSHI YOSHIOKA 


Artist - Japan 


I'm an illustrator. | was a member of Konami until 17 years ago. | have developed 
Snatcher and Policenauts along with Hideo kojima. | was also responsible for 
the character design and illustrations of «Snatcher» 4 years ago, after | got a call 
from Mr Kojima asking me to do it. 

My relationship with Hideo Kojima has been and will continue to be a very long 
one. He is my senior, but was sometimes more like a brother, at other times a 
father. | sincerely congratulate the establishment of New Kojima Productions, 
and hope for the best in the future! 
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STEFANIE JOOSTEN 


Actress/Model/Singer - Netherlands 


| was familiar with the Metal Gear series before | became part of it, mostly 
through personal friends who loved the series. Once I became involved, | started 
playing MGS1 and fell in love as well. | continued playing the sequels and didn't 
stop until | finished all the games in the series. | think Hideo Kojima has a unique 
talent, both as a game creator and a director. It is amazing how involved he is in 
every part that goes into making his games. I feel immensely lucky and grateful 
to have been given the opportunity to work with Hideo Kojima, but also to have 
met folks from the fan community, which is full of amazing and devoted people. 
Just like all the other fans, | can't wait to see what amazing works Hideo will bring 
us in the future! 


ХАЖ” Boe ES RON. ZU -AZRETARENSHEELTUET, ABIL 
TUBE II oT, MGS1% UDALA) AAN BE Lie. FL TEE 
ADE -DARDA TERV НАСЫ NES ST 7UI— 
ае LTE, Е-Е ЕСУ IC RUE d OS С NTO 
728595015385 UOC Б ARA BATA ARE BADNT 
ARCE x] C3 TUI BORIS Джо CU 77772 C6521 DES 
ZONDER CT. 777 oc. REOR (МЕС! 


SULLIVAN ROUAUD 


Journalist/Editor Comicsblog.fr - France 


More than 30 years of pure bliss, of video game revolution, of top of the gene- 
ration games, of artistic choices, of a story that will stay forever the first global 
masterpiece of a media that is still in search of its capabilities and limits. 

A one of a kind visionary, Hideo Kojima gave us a saga full of humanity and tea- 
chings. Gamers who have grown up with these games have been able to appre- 
hend the world through three heroes, each of them carrying universal values that 
need to be defended. 

Not satisfied only by technical excellence, Mr Kojima gave us a saga that has 
transcended generations and gameplays. Capable of foreseeing a liberal future, 
he spent 3 decades of MGS giving us a precious reflection on relationships, 


on power, on sacrifice. On a more global scale he showed us a Japan miracu- 
lously reborn after the second World War, watching the world fall in the cold war, 
post-colonial empire problems, rampid capitalism... A story Kojima was able to 
tell through Big Boss, but it is the story of Mr Kojima, the story of Japan, and also 
our story. 

Thank you so much, Kojima-san 
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THIRD EDITIONS 


Publishing house - France 


| think my passion for the Metal Gear Solid games, and their creator Hideo Koji- 
ma, came from his ability to surprize me. In this day and age, where everything 
is designed to sell based on what has already sold well, where marketing is very 
predictable, and where creators go for security by never giving their fans any- 
thing else than what they expect, Mr Kojima pursues his ideas and his desires. 
Because of that, his games are not « perfect », just as men aren't, sometimes 
going in the < too much > territory, sometimes a bit clumsy, but who cares! I'll 
gladly take that over any game whose sole objective is to appeal to everyone, 
with no risk taken. When you get into a new Metal Gear episode, you know you'll 
witness the mind and vision of an artist at work, and that, if you can accept to let 
go of your preconceived ideas, you will, as | have, live some of your best gaming 
moments. His games know how to get me out of my comfort zone, and never 
hesitate to shake my ideas and beliefs, leaving a smile on my face. 
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YASUKO OKAJIMA 


Fan - Japan 


A wonderful encounter to Kojima-kantoku and METAL GEAR SOLID had totally 
changed my life. Your masterpieces enrich,fulfill,brighten my life radiantly. | do 
appreciate to the excellent opportunity sincerely that | could fortunately preside 
at the METAL GEAR SOLID 25th anniversary party and talk with you on Hidechan 
radio.It's my honor. Best wishes for continued success and further leap of Koji- 
ma-kantoku and Kojima Productions from bottom of my heart. Yasuko Okajima 


YONGYEA 


Youtuber/Blogger - USA 


There is simply no video game series quite like Metal Gear, and it takes an incre- 
dibly unique and gifted mind to bring something so vast and rich to life, in the 
same manner that it took a mind and devotion like Michelangelo's to paint the 
ceiling of the Sistine Chapel. It also takes incredible courage to push the boun- 
daries like you do, Mr. Kojima, especially with the possibility that your bold and 
daring efforts may not be viewed favorably by some due to your unconventional 
methods. As for me, | want to say thank you for your courage and passion. You 
are an inspiration to creators and consumers around the world. You do the things 
that no other game developer would dare, and you commit to your instincts and 
decisions with unyielding dedication. The video game industry and gamers need 
people like you to do the crazy things, to keep things fresh, and to continue to 
raise the bar. I love that everything you is so unexpected and exciting. You are 
one of few game makers that keeps this industry from growing stale and that 


keeps gamers excited for the future. Never change. Continue to bring smiles and 
surprises to the world, continue to inspire others to be bold, and continue to invi- 
gorate lives as you've consistently done since your inception in the video game 
industry. Us gamers and fans truly feel privileged by your incredible work. | can- 
not wait to see what your next project will yield, and know that millions of fans 
around the world have your back. Know that we will always be your army, we will 
always stand by your side in Outer Heaven, and you will always be our Big Boss. 
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THANKS / 222 


Now | remember who | am. 
What I'm supposed to do! 
You've cheated death, and left your mark. 
I've tried too. 
I've written my own history, 
l'm my own man. 
You are BIG BOSS, and, on a smaller scale, 
| am too. 
No.. He is everyone of us. 
Where we are today, we built it. 
This story, this legend, it's ours. 
We can change the world, and with it, the future ! 
| am you and you are me. 
Carry that with you wherever you go. 
Thank you Master. 
From here on out, WE ARE BIG BOSS! 
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IT'S NOT OVER YET 
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THANKS 


There we are, at the end... Did you Rike it? 


Before you turn these last pages, | would like to say a few things dear to my heart... 


First of all, it has been very pleasant to work tirelessly to make this project a reality during the last 


6 months. 


I have not only taken great pleasure in making this book, but it has also allowed me to meet many 
le. Be it in France and Italy with my Cosplayer friends, in Germany with SuruDe- 
etherlands with Stefanie Joosten and her family, there have been 


extraordinary peop 


nise and PerfectStealth, or in the 
many unforgettable momen 


s together. 


Stefanie deserves a special mention. 


l've never met someone with such good, positive vibes. It's been one of my greatest sources of 


motivation while working on the project. | want to thank Helmie and Marc for allowing me to make a 


dream come true by being such good sports and meet an important actor in a game I've loved since 


| was a kid. Having the opportunity 


family was a one of a 


Thanks to all the a 


probably wouldn' 


supporting me duri 


To continue with the 
wouldn't have been ab 


mous thank you to my fr 


ind experience. | am 
will probably be the biggest project of my life! 


to organize 3 priva 


te events throughout Europe with this amazing 


tremendously thankful to them for contributing to what 


hanking, | want to thank all the people who have been part of this project. | 
eto achieve such a thing without them. 


Their collaboration, their advice, their support... It has all been very important in making this book. 


rtists, thanks to all the cosplayers, thanks to all the personalities and fans who 
accepted to join in. Thanks again to Stefanie Joosten and her managers for supporting the project 


from the start. Many thanks to Wal 
book in Japanese. Without them it 
who single-handedly translated and corrected the en 
for immediately accepting to write 


ends from 


he foreword of thi 


er, Vincent, Aurore, Eshpal and Natsumi for translating the whole 
wouldn't have been the same. Thank you to my friend Nicholas, 


ire book in English. Thank you to Julien Chieze 
s book, and having been so available. An enor- 


All4Addicts for their support all along the way, and without whom 


be writing these lined. Thank you to Mike (Tsuchinoko), for giving everything you 


had to make this book one of the 


most beautiful thi 


ngs I've ever done. But most of all, thanks for 


ng these 6 months that probably felt very long! 


Finally, thank you Hideo, thank you for being an unending source of inspiration. For being a role mo- 
del for everyone who participated to this project, and for all video game lover. Thank you for giving 


us the most beauti 


Tarak 


ul thing we have, being able to dream in an often cruel world. Your creations have 
made us vibrate for almost 30 years! 


THANK YOU Mr Kojima 


FROM MOTHER 
AP 


There's no need to introduce Hideo Kojima, whose works have changed the video game 
industry forever. A brilliant creator, a visionary, his influence and creativity 
are second to none. 


For that reason, artists and cosplayers from all over the world answered the call when 
Tarak Chami decided to pay him tribute. Artworks, pictures, testimonies, and anecdotes fill 
the pages of this book made over the course of 6 months. 


This book is his fans way of thanking him with all their heart, in the hope that he will 
continue to amaze them for many years to come. 
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